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GETTING STARTED 
Loading Instructions 

1 Make Min the power swik h on vonr Heg-i Ountsi" -v-tuu is 

OFF- 

2 Insult the HttrdBcdl. cartridge 11110 youi hv tollnwing rhe 

imifm-ttnm in ynur Gem-sis sysreni mumil. 

^ Plug,,* Control i\iJ into port 1 (and .inoiher 111 port 2 it uvo 
people are p hiving) 

4 Turn the power switch ON It nothing appears on screen, 
switch il oft again ami re 'check your Cartridge in he sure il n 
inserted securely- 

5 Punnjj the ride M.\|uencc\ pro* the STAR! Button to get to 
the Main Menu 


IMPORTANT; Always m ike sure that your Sega 
Genesis system 1* turned OFF when inserting or removing 
a Genesis ^ art ridge. 
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The Control Pad 


Before yon begin pliying Hard Bail". take a minute to thmihimie 
yourself with the layout of tin* Control PlilI 


D iDiied ina Barton 



Sla/1 Siihnn 


fl ri-in C 
Ration & 

BiiKtir: ‘‘ 


THE MAIN MENU 


After the mle screen appears, press tlie START Button to po to 
the Main Menu (>ev Fip. 1) The options iivaikihle here are: 



Fiff- J The Mum Memt 


* Play H ill I t Select thfe to play a single jgnmt 1 , 

* World Serie*: Select this ro play n bt^t-of-seven--series 
pit tins two teams of your cR lice- 




















• Batting Cagei Select ibi> to pi let ice up on yout Killing 
skill-. 11 nod option ti» have* H you happen ro gt*r into a 
hitting slump. 

* Return to Dl*ifw): Runs i demons l ari; in ol the game 
when selected, Press the START Button to quit the 
demons r tar km mode .3n J reiurn to die Mam Klunu, 


* Opponent (Mcjjors/Triple-A/P Layer 2)■ Play against a 
friend or iipiiinn two diftLTcnr levels oi computer oppo¬ 
nent. If you choose ^stjois", the e-onipurer i> at his heat-. 

If you choose "Triple A M the computer hits with less power 
and fielding is made easier lor you. 

* Bats (Nnrmal/Corkcd): U standard pbn h whaE you're 
utter, choose "Normal", For inure of :l dug test, chouse 
"'Corked’h 


* 


Errors (Yes/Nu); fielder- w ill commit an error here mJ 
there it'AW is ^elected, It ‘'No", then they be come G old 


OIovlts. The umpire will yell “Error" li u tielder drops n 
line drive or .1 fly Kill, hit the error won't be re curded on 


the scoreboard si the bartei is thrown out -imn ay 


* Mu sic (On/Of 0= T urns th c music lhi .inti 

* Pa sswv rj: An v llIi r-chanictcrr ,t!i hie e m .1 hi i ng v lhi IP 
cl hit in ut' World Series pLiy at .1 latcr raffle. 


Use the D Bin ton bo highlight .in option, then pre*-s die S FART 
Button to select it, For the Opponent. Bars. Errors and Music 
options, press the START Button repeatedly In toggle between 
the choices. Make Mire the choices you w ini are displayed, then 
select either Pbiv Bull! nr World Series to move on in the Team 
Selection screen, Password to continue ;i \\ 11 rid Series, or the 
BarringGage foralittle warm-up. 



TEAM SELECTION 


Hjl. 2 I Wlftt hjitUtg Ki/rWH 

Alter sc lee I ms either the Play Haiti nr World Series optitin.*', you 
will he whisked tn.i screen listing .ill 26 teams ayaalaMf 
choose from: 14 Ironn the American League ,md 12 I mm the 
National Longue (sw; Fig. 2). 

Selecting Teams 

Slayer ! {control pld 3. J .ilways selects and controls the team with 
the ycUtni hLgblighr. Pl.m-r 2 leuntml pad 2) always select* and 
com roU t he cea r \ with the j^neen hinhIigh t. 

Tti seka t the teams, highlight the te<im of pour choice Lining the D 

Button and press the START Button 

When playing Jiguinsi the ampurer (Majors or Triple A). you 
select your team hrsf (ijsij^ control pad 1> h-y moving the yellow 

highlight to the re.im ol your choke and pricing the START 
Button Alter making your selection, you now conrml the green 
highlight Select the computer’* team hi mov mu the green 
highlight to that team name and pro* the START Button again, 

You S.V ill rtutice in the center of the .screen that the yellow learn is 
hoed first atid ihe green team is listed second [An example ol 
this wnuId He: 'TTiitayo nr St, I-oliis.J^TJ [w vel Enifc is « | ■ 




-I 











there fare the “ viMo inn' rtMin md H;it* Iitm in even' inning, whereas 
the gTtxin ream in rtae ‘houie team and bats .nl-loik! m eve tv 
inning, ll you want tn switch ;mJ haw I he Yellow ream he the 
'home' team instead, press B niton A. The ream numts will nvap 
positions in the center of the screen- |ln our Sample, the ten let 
ol the screen wen LI change te mv: "Sf. I oms .it l hivagn. | Also, 
f he home team always wears the white tiniJenu jind the visiting 
ream wear - grey. 

Ycbll ctiuy press Button C to e tint el your team selections and seiect 
a elHit-rent ream, 

A her heth ream,* have been sehcieJ, press rhe START Button u> 
move on to tile Manners recce. 

THE MANAGER S SCREEN 


Ffft ^ M lineal V A 11 i’ll 

The M ana tier's Screen shows vmi the settrehi slitJ as well is the 
active 1 lineups lor both teams (see Fig* it. This is aho where you 
pur your managing strategy tog ether. The Manager's Screen 
a IK>ws yoi i h i: 

• C heck the s<j >re niter every u ; m " 

• Set* which halter is up next 

• See which runners ire on hast* 




> 













THE MANAGER S SCREEN (continued) 

# See kith teams * stari in^ (-nr .tuiu-) lineups 

* Substitute pLiiyprs 

* Ch an^e p Live r? ' f t e [J mg >s ir u w 

• Si-ifa inu’iiuuii^l walk 


The Starting Lineups 


A tier selecting the team.-. In p l.iy n rhy spirting liKlh e) lineups lor 
kwh kmiii> appear on the Manager* Screen. Pl.iver \\ ffeiim h 
always highlighted in yellow, while the computer nr player 2\ 
tt-Mcn i* always high lighted ip given. A Kin'kill Ku k« >n appear* 
lu 11 if right tit the player A position who is next at hit lor cue h 
team. When a p Liver is on base, the numbers I, 2 or 1 appear to 
th l* right of his posituin, indicating which ha>e lie occupies 


At [he K >t Intii « i! the rcun are the Manager Options hn*(c*s)- 
i ?prion> Lhu J ill these how:* ore ‘'Substitute Bench", "Change 
Positions ;*ml '"No Intended Wu.IL’'. These option* are not lifted 

lk.Tr the Lt ins pi iter team- 


Substitute Bench 


Ftillou' rhew 1 sU-ps to iviVh'w a plavcT In’in your active lineup and 
MjKtiiLite him with someone bom vonr bench: 


I 


l sc the Li? Bin ton to highlight' Substitute Bench anti pm>^ 
Bur toit A. A highI ighI kir nk nv .ippe, i l> ver 11 i e n.imo l il the 
first player in the lineup. 


Li so the L? Button to highlight the player von want rn replace 
an tile lineup ;md pre** Button A again, I hree of the u*ainA 


X'Hf 


tl pi a 


ivers names and statistic." nptxnir 


screen. The middle name is In 



6 




3 Sl rol 1 dom ihe* htmli piuyc 1 &' n;mw* and >ta t i>ticb- using the 
D Button until the player vi mj want En substitute (acztivatu) h 
h igh lighted. 

4 Presi Button A to softer him. The bench plover you rust 
selected auti )m: : 'itk'+i]|y ^ppw.r^ in ihv .mm- linkup b«i the hutk 
position us the plover you hud highlighted ro replace. 

It you decide not to moke n raster change tv/urn selecting an active 
player to substi tute aoi\pres.> Button C twice to vatu eh 

U you decide not to make a raster change jJut select tnm the active 
phyer U» bub&titute Sor t "hut bfij’ure selecting ;i bench player to 
replace him with* press Burton C rimv to cancel; pressing it onei 
allows you to choose a JiflvTcm phi or in rhe ,icn\c lineup. 

Note: You may modify the starring lineup of your team 
hy substituting players in the positions and barring order 
that you like 1 before the fim pitch is thrown, 1 iowever, 
once rhe game has begon 6 substituting an Lichee phiyet 
with a bench player makes the formally active player no 
longer available to play for the rest ot the gamer In fact, 
h is n a me i s ev en re mo ved fri im rhe n 'as ret! 

Player Shatistics 

When the bench players are displayed at the bottom nt the 
Manager's Screen, -each player is accompanied by a nuv ol statis¬ 
tics about rhe player, tuning fera feft ro right, rhe euTeguries listed 
are: 

• Play vv: 1 lie phi verb tiorne 

• Pus: The position played by die player 

• B: Indicates how :i hdderhtt' (Left-hand vd, Right* 
handed. Swiryl'i-hiiUTl and liy^a piiLlieriffiiUj^ftd 1A t 

(LL-ti-Kanded. Riyht ]i;uukvi|jfQV iGUIClfi 



* Ayg.t Tlik? Hitting average of the player 

* HR: The number of home rim- the player his hit 

* SB-! The number of stolen bases h the player 

* Ws (Pitcher only) Number ot games won 

* Li (Pitcher ofilv) Nutiibcr of games List 

* S; (Pittfel only) NuiTl.her iif safliltts lin'cJ 

* ERA: (Pitcheronly) bn in i cl I run average 

You may substitute any player to uny position — even lI it is not 
Ivis normal parities ffi indicated in his £rart#ri£s line. However, 
players playing mu Lit position have an increased chance ro make 
;in error (set ERRORS), 


Note: See rhe HiftJRiilll Tip?, section. at the* end of 
ilie manual to Learn how ro tine the player statistics 
information* 


Change Positions 


L'se this option heimr :i game begins to change the barring urdei 
of v Xit lineup or during the ynrm to switch chi' holding positions 
vit rwo players, in the active lineup. The it illswing steps tell y&u 
hnw: 


1 L ^c the D Button to highlighr Change Positions and press 
Dutton A The fielding position of the ln>t pl;t\t*r in the 
lineup H hi t:h lighted Lind that players stiinsiu ^ appear at the 
bottom nt the screen, 


2 Use the D Button to highlight rhi h fielding position ol one nr 
the pLtvei>- that you want to switch piwinons and press 

a fltoriGuid 




3 Use the D Button ru highlight the lidding position of thr 
other piayei und pre^ Button A again. You will see the 
Myitktai * Is >r both players at the hi it I urn. ol the screen during 
this p roc os 1 he fielding pn.-dcion* ot the selected phi vers are 
now switched, 


Note; If ynu assign a player tu ti fielding position other 
than to the one he normally plays, his defensive abilities 
may not he up to par and an increase in errors is possible 
(see ERRORS), 

It yens deadv not to change positions se-fbtf seleciinij rhf tiro 
active pEnyer to switch, press Button C once ti' cancel. 

It you decide not to change positions ujfleT st-lecimp ttu 1 tiro acme 
player to switch, hut hefutv selecting the second active p]aver to 
switch him with, press Button C iu'icc' 10 cancel; preying ir once 
allows you U.i change the first player that w,a> selectcd. 

No Intended Walk/Intentional Walk 

It voli nun! to purposefully walk a hatter: 

1 Use the D Button to highlight No Intended Walk and press 
Button A. Tine Manager Option will tou^L- to re, id Imciv 
Bonn! Walk." 

2 Press the SI ART Button i wiili Intentional Walk selected) 
and the better i> aith ■'malically walked to 1st basic Aku, t 
number of pitches that the pitclwr would have had to throw to 
create r liv w. i Ik are added to the number ul pitches- he tins 

thrown. 



THE PfTCHER/BATTER SCREEN 



Fr«. -f J'lrL'lht-r/Bifl tr^T -Sar L V'it 


i. W ^HTL L’Tl I i'l. llltlMU 


( ipmc SftiJtlfc Soft 


Lada S. 1 Lee cion 1V«* 


Wh^ii nil man hi gens'll Jurio arc June, pros the SI AH I Button to 



statistics of players lispetially important in cnliLrjl guruv situ to 
tinns) from the Pisdher/FVitter Screen h\ pressing the START 
Button before n pilch ^ throw ii To then return again, to the 
P i (c he r/BaPer Sc recn , press the S I AR i Button 



iinJ the Hatter connects \\ irli or misses the hall. [ he screen 
displays a view from behind and slightly in the right nt rhe pitcher. 
Three aJJitiona] important souicool intomitition are located 


1 On-Sereen Diamond. Located nr rhe upper Ictr portion of rhe 

screen, this diamond shows nil hast? runners. It allows pitchers 
and hatters Co keep -in eve sm all HtoCpm h activity, 

B;i.sermmens are color-coded on the On-Screen Diamond: green 
means ihc\ arc quic k runners and have the best chance of 








Mailing a harre, vcfLii 1 inJiv ato they jiv la.st hut might He 
caught itih mi? often rh.ui run, and red mi,* u> i hey lire tu eiage nr 
slow, Inside the On-Serpen Diamond uv the current hulL and 
strike, 4 ' indicators as well ns how many iuirs there are in the 

tuning 

2 Pilch Selection Roxi Lists the different types nt pm he-* 11 1 ;ir 
the pircher is Me to throw. 

(HcirdBdJL has nine different ryprs ot : pitches rn throw 
hasthall! [super 1. 01 1, FastKilt |iMsr], CtLrvebalI, Slider, Screw¬ 
ball, Sinker, Changeup, Off speed, md Fat Onlv players who 
ttrenot normally pitchers have a Fai pitch avnikiNe tn ihent, 
nml ir is the only pitch those pi avers can throw ) 

i Game Status Rlixj I rtc 1 li.„ 3 l-lI in iho hn\ ire: 

■ The batterV name, rhe rntal number ot home tups he 3 ins 

1 1Etf, die total number of Hisy*, hi- hits stolen, and his himnu 
a V crags?, 

• The pitcher's name, the number nf pin hes he hn> thrown 
in die game, the speed (mph) nfhT Iasi pitch and his ERA 
(Famed Run Average). 

■ The score mJ the inning of The cimenr ^.iinc- 

Miiiay ni the Icaturo mentioned above are discussed in greater 
Jet,lit in ihe sections to [ulLm. 

Pitching 

When you arc the hoiTie learn you bee in the game on Jdense its 
the pitcher. Here you must decide what type nf pitch in throw 
and in what location ro throw it. If then 4 .ire kiserunners vnu aka 
decide whether to try to pkl them nlf nr not. 


Selecting the pitch 

Each pi re her kis from rhree to five different pitches available to 
him to throw, [ 'hey are listed in the .Pitch Selection Fh>x. To 
select the pitch you want to throw; 

1 Ftv^ rhe D Hutton in the direction indicated (or the pitch you 
want to throw in the Pitch St:Lx non Box. It the pitch vua 
warn to throw i> the une in the mic Idle oi the Pitch Selection 
Bus with the ■ next to it, then Jon s prv^ the D Button in 
anv direction. 

2 Press Button A. The pitcher noJs his agreement with Lite 
chosen pitch, and re.idv t.i throw the kill. 

throwing the pitch 

After you’ve chosen the type oi pitch you uant to throw and the 
hatter ha.* petitioned himself in the harror's box kee Barring, 
Piis£titmm|f the iiu-tcer}, the Pitch Selection Box JbiuppeLirs from 
the vl n?e n.. Yuu ;i re ninv ready t u l hruu yilur pit C h h .1 nd li) ii>t 
decide whin Lie in ten relative ru horh home plate jrJ the hatter 
that you want to throw it, There are a total ul nine different :onc> 
that vuu can chtmse to throw a pilch to. To throw the pitch: 

1 Press and hold the D Buttu-n in the ctirecnon corresponding tn 
the zone you want to throw tn (see Table 1 ). 

2 Pie sn Bruton A- 

[| you choose the center :unc\ the pitch will always he a strike. It 
you pitch to any ot the other eight zones surrounding the center 
c-'ne, there o u chance tl>or the pitch miyht he thrown os a hall, 
with an even better vkinee fur a Kill il ilmnvinp to any of the four 


coan RTS* 






Table 1: Pitch location 


\> RiiEht-Handed tiimr 


high 


High & Outside 
Outside ♦ 

Low $ Outside 


\t/_ 

/\\ 

I [ Q\A 


High -S Inside 


ow A Inside 


low 


vs Ltd l>}lilQikJ HjttLr 


High 


High & Inside 
Inside ” 


\\/ 


High 8 ; Outside 


Outside 


/ I \ 

Low & inside i Low & Outside 


LOW 


Ptv*. anJ hold the » Button in thedirection nf the ,imw» 
•.hiiwn .iKivt- ,md then pre»> Button A In throw the pitch- 

































A Word About Pitchers... 

ILich team in HirrdBcU-' ha*. a\ least ^ siiiTrine pitchers und ^ re Lift 
pinchers. The starting pirehcrh statistic* sluaws Wins and Losses, 
hut HI) Saves. They can usually throw from 50SC pitches before 
becoming totally tired. Relief pin:hers may have recorded Wift> 
a inJ Losses, hut they always have Saves- “I hey can usually throw 
from d0-60 pitches before they are at their weakest. However, nil 
pitcher* hej^'n to yet tired thorn their wry first pitch- 

Kwp an eve on die pitch torn I which appear’? in the Game Status 
Box on the PUcher/Batrcr Screen, When the nitmk*r ot pitches 
they have thrown ges* high, yvm can he assured llinr they arc 
getting nred Tired pitchers-will throw the hall slower, and more 
over the center ot ttic plate In other wim h , a rire J pi i clier 3 * 
easier to hit! 

Pick -offs 

!t there’s ni hi^rtnner w bo s been wandering a lu tie Hm hit oit 
biise ("keep an eye on rhe On-Screen Hiiifiurnd in the upper leM 
comer of the Pircher/BtUKT Screen to see it he i>). you can rev to 
pick him oti. To attempt a pick-oft: 

L Prt^s. and hold the Id Bui ton in the direction corresponding t< 
\he haw you want to t hniv u 1 {see Table 1 ). 


1 Pres*. [button B- 



Table 2; Throwing the Ball to a Base 



TirQvw to 

2nd Boss 

t 


Throw tg 

1 

throw to 

3rd B-cjsd 

*~c 

Throw Horne 

1st 


For mjrniiil throw: Pro* ;md hold one of tliu iihovc 
arrows on i Ho D Button nnd press Rptton A 

For pick’■offs: Pres* .tnd hold me nl the nlvnv am. nv> on 
the f 3 Button ,.ttv! p'feSs Button R. 




Batting 

You Yiavc sever.il nprioib st your control before s dun tut unJ after 
the hull i-> pitcheJ. 

Before a Pilch 


Positioning the Darter 

IV'Ion overs pitch, you can adjust ihc position of your barter m 
the butter's, hnx, 


L .sc rhe D Button tn move the hatter l loser to the pi,m -1 tr 
farther uvty from it, closer to the pitcher or deeper in the 
hatters hox, It you mint re hit to the opposite lidd Ct.c. a 
right'ha ruled Hitter hitting lo rijfcrh|idJ"h try linger 

away I mm t he plate. 

IS 











Posftforrmg ffte batter (continued) 

Z Press Button A when you arc simfied with the position *’t your 
hurt l" r in the box- Oiuc you press Button A, vnu cannot nuue 
the hatter m the barter's hue anymore, and have given the 
pitcher the go-ahead to pitch the hall 

Leading off 

Just like in the hip leagues, rill hisenuniUTs , ire. given an ; unit mi mil: 
lend. However, you nuiy also want to increase your baserunner’s 
lead him it hast?, Not only cun st make it easier to steal T you alsu 
intreafre vein duiiHT.s of re at king the next bag when (he Kill is 
hit. To increase the leadnft toi your haserunners: 

1 Tress and hold down Button B- fir is latest to do rhi> fw/aru 
pressing Button A io pslsitioo vnot hatter in the barter's ho.se 
nnd give the pircher the go-ahead to throw tlie- Kill.) 

2 1 ap the 1) Button in the direction of the next base for u 
hii.senimier (Up leads 4iff toward 2nd base, Left leads oil toward 
h'd hiise k iiiid Dawn leads oh toward home plate). You may 
increase the l cad off for :iif your haserunner* by pressing the D 
Button in the direction ul ihe not Kim: Iot each bastrutiner 

\ RcIcum" Button B 


Note: The more you tap the T> Burton, the farther you 
increase the baserunnerb lea doff, But don't get too hold, 
because you can't shorten ;i ha^e runner's lead. Ahi, a sly 
pitch^i tnij’ht pick you off! ll a pick'off is attempted, 
your haserunnets will automatically return to their hises. 

However, you can control your hasemniu r to try to 

advance to the? next base when the pitk-uH is at tempted 

hy pressing the D But run in the direction of the nexi 
base and pressing Button A- 

RtoriGuide 













Renu c i iiber; J i i s $•ufest to incrcase a hasurunnt 1 r 1 s le a J, y ft 
pressing Button A ro position the hatter. Qnu' the 
barter is positioned, the pitcher can throw rhe pitch, atiJ 
you may nor have time to increase the leaduft for your 
hasemnners. 


Stealing 

IX^ndinuupon the ^tuatum, steal mu can a manager's hoi 

friend ... or a major headache. it the hM£ninm'r can get, i good 
enough IcikIoH and is^uuk on his feet, hr can swipe a crucial base 
m pur him into scoring position. Hitt anv moLitae and he might be 
thrown our. To give the- signal to steal, jn rhe t. sllowinL;: 

L I rt.ss iinJ I'll ikl lIi iii ii Button L, ( [ his cim oni v he June hc/ffrc 
pressing Button A to position your hatter in the hitter’s hoy 
■md give die pitcher the "u-ahead in throw rhe hilt.) 

2 Pres, iincl rek-UNV rhe D Button in the J meet ion nl the hasets) 
von warn to sreal lUp is always 2nd base, Left is always 3rd 
h. ise, and Bunn is always home pbitcT Tinns than one 
hi scrim jilt m;u ^tsal ,ii ,i rime* just tap in the direct eon at all 
the bases you wish to try to steal. 

> Relent Bunin C. 



















During a Pitch 

When she bull is pitched and coni mg toward the pkite. V-^l lti u s t 
decide quickie whether you think the pitch is going to he a bull or 
3 strike* Of course, timing is critically itnpnnant it you elect re 
swing at a pitch. 


Swinging and bunting 

When you swing nt hunt, there- ,src three wrucal -ones thar the 
h L it can trav el through. These regions eii [respond to the vertical 
loncs chat ;l pitcher can throw to, mid <tre hi pip medium and low. 
And insi as the pitcher can also throw the hall inside 1 L>vtr die 
platt- outside, you may also swing close to ynur barter t inside h 
over the center of the plate, or awfy from your hatter (uursidel. 

To swing or bunt at a high pitch (high zone): 

1 Press and hold DTJp 

2 Press Button A (.to swing) or Button C (in hum) 

To swing or hunt at 3 medium height pitch (medium rone); 

I Press Button A (ro swing) or Button C (to hunt) 


To swing or bunt at a Urn pitc h H«w zone ): 

1 Press and ho id P-Bown 

2 Press Button A ■ito >w ing) or Button C (to hum 1 


is 


Om* of the nintn skills in playing baseball o determining il the 
pitch incoming in high, medium ot low. as well as at die pitch 
coming rijgltr down [he middle, inside or h> ut^iLK 1 . A gentral rule ol 
rhumb i> this: Anting fhrnujjJi the medium ame ilVuif innrnses 
ynur cii^nctrs of at kmt making ccmtoter nidi the hall. Here's w hat the 
results are when swinging through die different 




RtciriGuide 





* it viin "Avinti in rhe sivniezonc .1- rh.'ii nr rht pitchyou’ll 
iis-tivillv hi! .1 1 ine Jrive or iiIvKulL 

* It you wing in 1 HU' a*iu Lower than fh.ir ot the pitch, vvuill 
immllv hir <1 pup up i>r a ih Kill. 

* It you swing in one "one higher tkin rhai ol the pirch, 
you’! I usually hir a grounder. 

* 1c you swing two zones higher or lover than rh:ir ot rht 
pireh, you’ll mi^ the h ill altogether nnd the swing will 
resuli in ;i *1 rike. 

* 11 y 1 ni sv mg msi-dc and the pirch i> outside, \ou'l! in 1^^ the 
pitch and the swing will result m :i strike. 

* ll you swing ouisklc iiiiJ the pirch i- in-ide, y^>u'! j miss the 
pitch and the .swing will result m a strike. 


THE FIELDING SCREEN 

l Vr l 1 (. L } a hill th li it 4 (2) u hitler as w a Iked, { >) the pitcher Trie- 
Tor ,1 pick-off, nr H> ,1 koe runner int 1 ^ 10 stcmI ;-.i base, the Fitkliny 
Screen aiuo m ine -til y appears 

If You are the Pitching Team 

The umpire announce* the position nl the holder you control 
whenever ihe hall 1*- Isur. Kir example, the umpire initial ca.ll out 
L 'Ldt Field" Thill means that you are now com ml line ihc Lett 
Ft rider There ire tunes, however, when one nt y 01.11 uiinpulcr- 
controlled ie.imrti.iie will catch the hull thr you The umpire 
might tii LI cut "Lett I held’ 1 , hm the >rd k^aium Komroked hy the 
i ompmerl actually sce-ps in ,md carche^ rH l hull. When this 
jiccuney<ruthei 1 con 1 n >1 ttk 1 rd lmst n m j n- I n any evenr H you 

always vs 1 ( 11 n 31 the Itchier *h:it li.e piin nT l;he hull. To Held 

the hall: 



If You are the Pitching Team (continued) 


1 Press the D Button in the direction you wunt m move the 
fielder you control In order 10 field the ball, The key Is to 
io|[i>w the jkdute u( die frill, The fielder will automatically 
k mc \\ the hill if ynu Lin- sranding where the shadow o£ the hall 
;md the ball come together- Your tiekler will pick up the 
hell when it is at his ieet. You can a 1 Wiivs control i he h elder 

hold inn t he ball t n t h U way. 

Note: You can be further away from the ball and actually 
catch it or pick it up when playing Triple-A than when 
playing Majors. __ _ __ 


To throw rhe hah, pres* and hold the D Button in the Tree- 
i u >n oi tWt! biise yuu tvvinr to throw tu jnJ prt?s> Butt un A 
(please refer Kick to T able 2, page 15). Once a tied lIot card to 
■ I bull thrown to him, he in trim can throw- to arunher base. 
After a couple seconds of inactivity* however, rhe game will 
return to the Pitcher/Ballet Screen or the Manager Screen 
when an out i> reco ru ed l 


Run Downs 

If you ^e-r into a situation where you get an opposing base runner 
catiight becween tvvi s bases {a old i»i>hn *n e l 1 pit'kI l- h you can 
run Intn Juwn in two different wavs: 


1 


r 


In the "tree movement" method, i m the D Buttun alone to 
control the urtieLier with the ML Move him until he ''nip" 


(couched the base runner 


You can also press the 1) Button arrow that represents the Hoe 
you want tn run towards i Ri^ht lor lot how> b p tot end base. 
Left for >t'J base. Dinvn for hom* dale), (hen gjtjfc Bottoj B 


:o 




X 

Your iniieUer will .uininiaiitiilly run on rhe base path toward 

tilt' cb overt base (Since base runner in I firrJJ’Wr' . i r l 1 o mtin-ed 
to Kjmc pulls, they cannot v’Viulf or run around' vour infielder 
1 1 you use Tli method,) 

Tluc in lie bier v. ill continue toward the chosen base until you 
tokc control over linn In (;0 throwing the Kill-, (h) ^honsinj; to 
run to another base, or (e ) taking over 'tree movement'' 
control tusinti the D Button alone as described above in 1), 

If You are the Batting Team 

Advancing a Baserunner 

bn advance a base runner: Press tin D Button in the direction 
lint corresponds to the base you ivmit to run to (see Table T 
page 21 } ,mJ press Button A, As menrie nod e a flier, keep an eve 
on the i Vi-Screen iKmiond to stv hmv l,iu the runner mi base, 
A. tfrtren baseiunner i> danjtcfrnjs and Ko the Mi chance oi 
sttfal-iiiE! u kiU\ a yellow hwemnner has medium speed, and a red 
basvninnvr o .slow. 

Returning to a Base 

To mil Inch ro a baser Prc>s she D Button m the direction rhat 
corresponds to the K-oe you want to nun hack tir (mv Table T 
pa^e 21 ) and press Button B You cannot run back, to a base after 
fcMcbinK the tick t niH i . b’i»r o\itiupk\ il you are running to Vd 
base, von cun uo hack m Znd ,it anytinu unril you reach VJ ktse. 
Once you reach IrJ, \ lhi canntii j»u hi ml Tc to 2nd. 

Once L i play ls over .mil all activity ce isls, 11 il: i^unc W ill ai it< nn«Hi- 
cnllv return ro rhe Pitch in ^/Bartini; screen or the- Manager Screen 
y-vlbL'il an out is recorded* 





2 ! 


Table 3: 

Running the Bases 


Run to 

2ncs Base 

t 


Run tp + 

1 

^ Run to 

3?d Bcas-e 

T 

Run Home 

1st Bose 

Pryss and hold one of the above arrows on the D Button 

Ltvl press Button A to .idvance or 

Button B to TL3ii back 

J 


ERRORS 


Soiticiirnc-s Heldt'i will drop tt ily hall or ;r 1 iik‘ dtive. 11 l,.ili 
happen to the best of li.s_ When you drop u ily that vou should 
iiiive caught, the urttpire wall let yo*u know about ie. I hese errors 
will iisuaJh be recorded on the scoreboard and *b<mv up on the 
statistics page at the end ot a j^ame. However, it a ba-syrurynur 
makes an nut on she *anie ploy toll owing the error, then the error 
Joes not get perttiLmcTidv recorded on the score-hoard nr the 


statist it.*' page- 

Substituio players that are not playing their normal position nre 
more prone to-commit an error For example k a utility in holder Ub 
on the statistics Utiet playing any Infield position ltd, 1F, 2Fk SS k 
1P L p) will make an error rente readily than a sulvtiuirtr pLiyt'r 


specifically designated 1.0 play that position. 

Of course, if you have any intieldef play in the outfield, or any 
outfielder phn an infield position. 

L, [iv re its e s dra in -ill colly, 























STATISTICS PA QE 



■\r rhc end n! an v game, whether ir K ,i. single &itm- or a World 
Series iiinne T pros the START Button in Lvivc the Man:u>eTs 
Savin. 1 In; STyicistk" I’.uiv will rui-nm.myalls uppcar. Tins page 
of -sr.ir Lyrics 'ihow* von the number nt rims (R). htrs [H R hi mie run* 
(HR\ pilches thrown (P), TntNes C J HK triples ( iRh hne-- on 
ha l|> (EH|) t rmmlxr tt{ fltKft sent to the plate (,AR), etc- von 

are dime reviewing this page, pre^ rhi START Rusnm .i^im tiv 
cuminue. 


THE BATTING CAGE 

HiO lliy ■! I’rotTi.'m hitting against lett-h:inJcd pitchers: ( "an’t 
nm si-stent K hit the curve* Want tn practice hml inT Just like to 
rear rhe cover off the hull wirhumt any siros c n>m ;in opponent .' 

At (he B.iitin.ii t. Tgc, you can. p-rnonce agnttvi a leh -hundeJ nr 
right -handed pitcher while hatting or hunting leh j handed or 
right-handed. You ;iho choose what type of pitch von want the 
pitcher to i hr*. ‘Vi (thus ym can pn:u cue hating mu- particular 
pitch if ynu want), or instruct rhe pitcher to throw random pitches 
so you won't know wharh cv>ming. 

Here's how to m:i up the Butting i aue: 

] To. practice as a L ti or rijjhi-handed hut ter, highlight Switch 
Hat with the D Button and pre**- Button A So toggle he tween 
the two. You will see the h.liter change sides oi the plate on- 
'icretn each time y oil press Button \ 

2 To toggle hvTAvcen all of the letr and right-handed piu Item 
hiphliphc Sw itch Arm with ibe D Button wild press Button A 
to make your selections, 'inn will see the pm her i h.irice oiv 
screen each time you press Butt 
dittcrcnT pitchers. 




THE BATTING CAGE (continued) 

3 I □ select the type o\ pitch you warn thrown, hi^hli^ht the 
pitch using rhe D Button in yd press Burton A to select rn 
pitch. It it wus the Random pitch, the pitcher will pause 
briefly and then, throw his selection tn the sunc he chose with 
no tun her input. 

4 After .1 pitch has been selected, press and hold the D Burton 
to select the rone to pitch to, and press Button A to throw the 
pitch. To cancel the selected pitch, press Button C before the 
pitch is thrown. 

3 After the pitch is released, vnu e;in rmike yuur huEiang/bui'mng 
■'■e leer ions: 

* Ti3 hul. press and hold trip t> Button to select l the zone to 
hot tii, and press Hutton A to swirly [he hat. 

* To hunt 1 press ansi hold the l) Button m the zone von 
lv,nit to hunt or, ond press Button C, 

6 To hove the pitcher throw ihc same pitch to the same tone lls 
the Iftsl. pile h. simply press BulTnU B when I he ■wick Ie mi menu 
appear* ai the but tom H die screen, The pitcher will auto¬ 
matically pitch the same type of pitch ro the same zone as the 
last pitch he threw. 

To leave the Batumi Cage and return to the INI a in Menu, use the 

I ) Ikil tun I is in-ill id'll (^L3it ihd ptcos Button A. 


THE WORLD SERIES 



With thisuprmn, any tun teams win pLiy a be st'of-seven series. 
The t’irsr ream to win four oamLi wins the series and ls the chant' 
pium \ou may play the World Seno against a friend or eyaimst 
idle c^mpmicr. 

Unlike the mutual “hall t .lassie,” you m-n ietet ;in> TWi • learns to 
pki/y in the series ev en two National League nr two American 
League I cams, The I VslgniieJ Hitter i> noJ used m the he ties il 
any National LoiJgW team is chosen to plm (ie. Nat annul League 
team vs National Leayu-e ream; l ’>t National League ream vs 
American League team I- Hoivev er. ir both learn* * d ec l e d to play 

niv th mi rhy AniLTimn League, then the 1 ^Mgparej 1 In fer is 
; ULTiV.lt ClI 

After you arc done reviewing rhe .siortTuiiird ami ti.n.isl score shown 
Lin the MimuyeiA Screen U the end u! each World Series jaime, 
pro-' the S I AR I Hutton tii l l iiitimv on ts i llu Statistic Page- 
Pn>s rhe START Button when you arc done reviewing rhe stars 
to go tu the World Series standings screen 1 he standings tells 
you the two tennis Ivl tilling lor the world chtiivipkinship, tlu 

number ol games they each have won sn the senes so ur, ;rtu! 
which team o home and which is aw ay lor the nest game This 
screen also gho you an eight-chancrer jxm-vword. Write this 
pmsM ''rd down lor future- uy (sew PASSWURlB 

Press the START Button .igain, to continue on to the next World 
Series game nr press Button C to stop playing the series and return 
to the Main Menu It you choose to rtiuni to the Main Menu, 
you can cnmimic rhe senes larer hv using rhe password. 



PASSWORD 

Hie password function allow?} you to continue -a World Series lit ti 
future time rnr date so um vvnn’i have in complete all the World 
Series pluv at one rime. Here’s how sr works: 

[ LKe the D Button to highlight 'Password 11 on the Main Menu 
and press the ST A RT Button- High* letters (initially 
AAA AAA A Ad automatically appear i in -screen to the right nt 
the word 'Tiissword". The firsi Inter is already highlighted tor 
you* 

2 Press D'Up/Dawn to scroll through the letter- ol the alphabet 
leeU il you find the vime first kllct ds that i1| ynuf p;issws ml. 

1 hen, min i’ the highlight using the D Button ro highlight the 
second letter and scroll until you find the Correct second letter 
Continue until.ill eight letters ire exact duplicates of the 
pa^uord jpwn ro you :ar the end of’ a World Series game, 

} When you have duplicated the exact password, press i he 
START Button. Th e W t \r Id Seri e> St-1 nd i tl@S Sc r e en w i 11 
.tpj>f.ir' y remanding you of rhe reams placing and the number of 
games they have each won. It you entered an invalid passu®rd, 
you will remain mi (he Main Menu when you prow. the 
START Button. 

4 Pr the ST A R1 Rut i on i gain i«i <* • in i iniiy W 1 3t*IJ SeHe> play. 

lhe [ Mssuord tells your Ucm’Ms a number ot things a Knit the 
scries you were -plaving, hut there are other options that you still 
-elect before a game These are: 

Music: Od/Ott 
Eats: Normal/ Civrked 

TKls means rh.it you can play one game of a series wLrh Normal 
l\i|s ind another widi Corked hats. 

It 





HARDBALL! TIPS 


Mow that you know the Bnech;mic> of playing HarjRuiH here an. 
burnt 1 strategy tips and ^entml hints and rtmmJLT^ fur placing an 
inn lllgem ^mo; 

Batting Tips 

■ TTie mure home runs :i butter has hit, the gro iter hh 
horrmc* power, So when Wikinu fora cuhAtitutc thill can 
r^iiIIy rear the i^u-r oft rhe lvdh pay srricr attention to His 
home mo rural- 

Baserunning Tips 

* Puy attention to the color ot the Hi-serunnerb leouomhe 
On-Screen Diamond. A green bascrunrcT h tine, yellow is 
average Li oid red iiidiattes Li slow runner. h is difficult to 

si kw 1 with a sic. i iv runne r. Y\ .jut best c 1 1 ;i n u* ! ie * w 1 1 h the 
preen hast'runners- Think of it in Hiseha.ll terms ■■ give the 
y re v n base runners the creei r 1 1 eh t to ;it t em p i a s t ea 1 , 

* Tit ere will H Thrive late in ihe putne when von need to get 
a baseruimer m string position ~ that is, to 2 nd or HJ 
base Substitute lust biiserunner^ for blow biLsemnnt'Ts- 
Tin higher llit* mi Jon Hisl* mash flu- bister x\\r player runs. 

* You cannot steal a Rise I Hat already h.nu haseru niter on it 
" unless you also ivl\ [fictt b,iM r mnnt.T to Otail. his nest base 
,|S well. 

Pitching Tips 

* The lower the ERA far a pitcher, t he more pitches u 
pitcher van throw beli >re getting tired. 



Pitching Tips (continued) 

* A tired pitcher throws more strike down the middle, no 
matter which "one you pick for him to throw to. Thus it i 
easier roper .1 hit off of -a tired pitcher 

* Slurring pitchers usually tire somewhere between Si 1 -80 
pitches, depending un their ERA {earned run average), 
Relief pircheo can throw irom ^0-o0 pitches before their 
. 1 ims get Ti red. depend mg on their ERA. 

* Keep <m eye on the velocity of j pitcher's pitches. A 91 
in pi 1 Fastball! may become HI mph or slower later in the 
guhie. It sic bring in a reliever. 

* ]t yny hiive 11 narrow lead in the seventh inning or inter, 
yon may want to bnng in a pircher with a lot of saves I Iv 
might he just right tor this situation. 

* In Wftfld Senes pkiy, starting pitchers that pitched m the 
previous grime --turf the next game w ith a little slower 
velocity on their pitches and they also tire much sooner if 
LLseJ in the very next game 





CUSTOMER SERVICE 


Warranty 


Accolade, Inc. warrant* tor ;i period ol 90dny> from the J ite at 
pu rchase hv the t'n^inull purdinser of tlit- t dirtnJyu' rhiii i he 
recordiny medium on which ie i> recorded will he free from detect 
in mncciN'ih unJ workmanship A defective (ortTidse which fi.i^ 

Hu l t heen >41 h jet! tCi. 1 I u m I s Li.^e , c x C e smv v if ea. r or J am , i d u e [ li 

carek'ss-nv?^ may he* returned during rhv L >d-J,iv period without 
charge, 


Tn receive warranty venice: 

I L )0 NOT return your detective i arm dye tn rlit- ret.iiJk’T- 

Z Notify Customer Sen ice ol the problem hy culling (.408) 296- 
8400 between the hours of 9nm unJ ^pm CP.iciHl Stand.irJ 
T ini e). P lease l X • N1M send ytuir Sl dir rridge r« ■ Acco|;iiIe 
before calling ( ‘lotomer Service. 


J II the Customer Service Idepne sen Pirn l* is nimble D » soli e the 
problem hy phone. you will he provided with a Re rum Autho- 
r i, in turn n u m he r S i mpl v i l-l * i r d tills n mil her on t he out s i de 
packaging of your defective Cartridge together w li h your Mita 
slip or M]TnliirpnxhirohpiirehiL>y .ind return ir within the 90-day 
warranty period to: 


Accolade 
t 'list l>itil' r Seri ice 

550 S. Winchester Blvd. 

San J nvc, CA 9A126 

After the 90 Jay period, Jok'Ciive media may he replaced in the 
l Yulvd State* for $20 (plus ?'\i salt's t,i>; if the pure baser reside^ in 
California). Make checks payable to Acydladt^, Inc- and return to 
the address above- (Ta ^pcod up proc 

( iirtrid^e, not ol hiT material s.) 

IQ 






LIMITATIONS ON WAR.ltA.NTY 

Th* re m edit* rrtA'uiinJ in thwH, , vtK | ii ->u (hr l n>r. .irit- r > n, ik m-.l ciu. lu^rvc rL’nwJiiM 
In i vn. vi i si .1 ill Ac fin l.i. Ic In. h lliihk 1 ksi ,«nv Jjri'Ll I hill rr.xf ijHVln'1, IHi iikm il .'l 
i-n*fjiicHii ill Jiins.^fi "A 1 11 1 fi-nfViir ri ■ r lu-1 ;,iirriJjS‘ • >s r fu- U'wi nhimjdl t strixi ii- ['f'- 1 ' 1 idl'd m 
rk l w iri.inK HLViL^n. A Im iiiiU ! > IVn w ni.miu wirhtTnif LShp-Sv. J, with 

iv^fvui 1 1 • lilt i nnrhLui; pt thv 'tn'T PMmi il. mJ 1 v 4h-! aII impHirJ warrmno, 
i r K In Jin l:, u-ii )h uj T 11 in i ri 11 - -I i. tin wj.ttliti.Lt nl riu-r-L lunt.ibilii/v n\ J in! Mfir** I i .i pit ct Lfulrir 
purpi ^ 

Tin -L JTinJi^c .snJ Irht! us^r tn.inuLii] sw cofVrightc I I l W1 in r\c.\ Lkta. IIV I blfiifinll' 111.! 

I s -i'll iiu .in' intik’iniifksnl Aii*i|.idk\J.» All ruhn in* nScTraJ. Nvitlirr rhvl .lairdo m'S 
fliL 1 n-^r m.nui.il rcimv .lIm-, I me giJftfeiJ fc« . iiu Ih,-,i-.t. The ■.un, , iTk i r fOiiy 31' -1 ttififcfet <r# 

[f'Hfll rhik* .irtn^nc i*i u-wrr irarawl All Mlirt i r■ 1 -1 l 1 1 p ■ <> - -'M ^ ij^NTcd ir.i,Wi.irl ■ .m 
fH. riL'i I i lu if rivcpv i rivi' ,’■u. r su_* rv 
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